

BACKGROUND 


Although the alien taek force has been active in Antarctica aince about 200$. we became aware of 
its existence only recertly. when a member of the doomed hiagerty B^^lon managed to escape 
the alien force field with Information about the actMiies tafdrtg place within Is boundviet. Most 
signllcantly. it seame the aliens have been very productive In the rel«lvely short time they have 
occupied the area, and have euceeeded in bunding a number of oxygen converters In an attempt to 
replace the earth*s atmosphere with one more suited to their physiological makeup. The 
atmosphere surrounding their naiive planet, STV-7X. is made up of equal parts of ammonia, 
methana. and chlorint gas. and ie obviously hostile to human axMence. tt is also volatile, and so 
long as any traces of oxygen remain in the atmosphere, wM cause atmospheric disturbances of a 
spectacular nature, maln^ in the form of imenee eiecoic a l elorma. 

At our present stage of technology, we have no weapons capable of penetrating Iha alien force 
field directly, although Intfrect methods may be available. One possM approach Is to temporarliy 
weaken one side of the fores field by causing a magnetic dlsturbancs on the other. Preliminary 
lasts show that this method may cause sufficient dlsniption of the force field to allow ertry of a 
single combat vehicle Into occupM terrftory. The obvious choice for the combat vehicle Is the new 
supsrtank from QeneraJ PolemiGe. the Slye^ficks MX-tOO. Ccdename: Areticfax. 

ArctIcfox Is the most advanced terrain vehicle of ks kind. SpeciaBy designed for polar combat. H 
features ful missiie'iaunching capabOty as wst as standard shellng and mir>e’plaeemani functions. 
In addition. ArctIcfox can *dig in* into snow, aBowlng I to escape detedion from all but the most 
sophisticated radar equipment. Pinaty. ArctIcfox^ four-speed lulomalic transmission provides low- 
end torque as wel as a top speed In excess of 140 klometers per hour. 

Combat plan involves Mluatlon Into alen territory at 0900 hours. This coincides with the enemy's 
greatest energy usage, and is thus considered c^imal tor attempting to penetrate me force field. 
Once inside enemy territory, ail radto communication with HQ will be termlnatad to reduce the 
possibinty of detection. The ArctIcfox operator is therefore advised to become famllar with combat 
strategy as outlined in this manual, as no further information will be available from HQ or>oe 
penetration has been achieved. 
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SKtLL LEVELS 


In addition to the two advancad lovala (BoQlnnar and Toumamant), Arctictox Includas two 
prallmlnary (pre-game^ levtia lo let you preview the enemy resourcee and develop proficiency In 
controtlino your equipmenl. Although you can start playing at the advanced levela right away» you 
will get more out oMhe game i you epend a litie time et the prenminary levele learning about the 
enemy and about Arcticfox. 


Pralfmlnary Laveta 

1. Enemy Preview: When you aelect m moda. tha enemy's reeources parade before you. 
appropriately labeled, so you can eee what you wl be up agalnet. While doing this, you may want to 
referio the descrlptlona on pages 0 aral 9 of this manual 

2. Trelnlng Mode: Ai thfia level you can roam around the terrain and shoot the enemy to your 
heart's content, but you cannot complete the game (which requires blowing up or otherwise 
dkeebing the Mam Fort). At training level, your armor le lout^. and you have a Large supply of 
ammunWon. whie the enemy 1 $ weaker (I.e.. has weaker armor) and Is leas Intellgent In ^ion. 

whan you start playing al this level, you flan « a dmtrani rnap location than you do m tha advanced 

Levels. 


Advanced Laveia 

a. Beg Innar Mode: Start here V you are sUl learning the basks. AI thie level you have an ample 
supply of mines and mlsilles. and your armor is tougher. In addHion. there are fewer enemy 
reeources to contend wlh, and the enemy Is weaker than I Is at the Toumamers level. 

4. Toumamenl Mode: TtSe level le lor the true aficionado. At Toumamant level the eitemy is 

very Intelligent and has use of a tracking device which provides a oonetarS readoirt of your location. 

Your starting position m Tournament level varies among eight preselected locertions. When you 
choose Tournament level, you have the opportunity to select the enemy oonfijAiratlon and your 
starting location, or you can let your conputer randomly decide these lor you. 
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INSTRUMENTS 


Warning Light: Tha Warning Light MicaiM whathar or not lha Arcticlox ht$ baan tpottad by 
tha anamy. A graan IlgN maana that Arettdox haa not baan ipottad: a yalow IgN MIcataa that 
Arctlcfox haa baan apottad by tha anamy localy. I.a.. only by tha anamy m tha local aactor. A rad 
maana that Arcticlox^ tocaiion la Known by tha anamy tt¥oughout tha anbra araa. Whan this 
happana. tha CommunMIona Fort wS moMza aaarch palrola and itrt(a tofcaa. Howavar, bacauaa 
tha Arctlctoxt kocatlon during Condtlon Rad la raiayad through tha Communicalkona Fort, 
daatnjctJon of M Fort wH artacOvaly counlaraet tranatar of that Mormation. 

On a monochroma acraan. tha Warning Ughi la daiK whan Arocfox la undalaclad; croaa^chad 
whan youVa baan apottad tocaby; and filad wth aoid cdof whan your loctfon la known throughout 

tha araa. 

Radar/Afl Vlaw: Tha Arctidox'a Radar Vlaw la a blrd^ aya vtaw of tha auroundbig araa with tha 
Arctictox m tha cantar of tha acraan. lh$ radar wil not ravaaf tha anamy hiding behind tarraln 
ob|acta. Tha ArtVIawlsprovIdadbyacamaitanacttadlolhaftaroftha Aredcfox. Tha radar vlaw 
•Nraya kaapa north at tha lop of lha acraan. ragardlaaa of tha dbactlon tha Arcticfox It facing. 
mafU^ I aaay to coordMa diracdon «ih tha oompaat (taa balow). Praaaing lha Radar/Aft key 
whan tha mitHa la aetiva logglaa batwat n tha vtaw from tha rrUtala and t>a radar vlaw. on tha amall 
viawport. 

Oxygan: Showa tha paroantaga of oxygon romaininQ m tha atmoaphara. Tha rata of oonvarslon 
can ba aiowad down by dta tr oylng tha anamya Air Convartam. 

Compaaa: Showa tha Arctlcfox*a handing ualng aiandard compaaa ortantatlon. North on tha 
compasa ahvayt oorraapondi to ma top adga of tha radar acraan. 

Mmtf : Micataf Bm nunt>ar of rrfnaa mmalning. 

Guldad Mtatllat: fndicatos tha raitrMr of guldad mjaaiaa ramaMng. 

Poartlon: Shows tha Archcfox*a currant position in dagreaa and minuiai for both longRuda and 
MNuda. 



Clock: No prize for guessing this one. However, you should be aware that the clock always starts 
at 0900 hours each time you start ^e game. 

Speedometer: Indicates Arcticfox's speed in kilometers per hour. 


Gunsight: The four converging diagonal lines in the main viewport meet to become crosshairs as 
soon as an enemy vehicle Is within range. Note that during the reload cycle (see Controlling 
Arcticfox, below] tho square brackets in the sight disappear until Arctiefox’s cannon Is ready to fire 
again. 

Damage Indicator: The bar graph frils up as Arcticfox sustains damage. When one of your 
instruments has been destroyed, Its function icon on your dashboard Is blacked out. 
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CONTROLLING ARCTICFOX 

To fire the Arctidox's cannon, pfeaa your fire button. N you hold the button down, the cannon fires 
continuously. Note that Arctic^ ne^ lo reload between shots. Alhou(^ retoacfino Is automatic, 
It may take up to five seconds. 

In addition, you can access the tolowirtg fundtona through the keyboard. The first column shows 
the icon, and lha second descrtoes the function. See your reference card tor the keyboard 
controls. 


ICON FUNCTQW 



Guided Mfealle: Rring a mlaalle changes the view out of the email viewport to 
the camera on the miesle. Once you have fired a missile, you can uae the loystick 
to guide k. This means that the ir^aste vfewpon cart act Bka a mini figN simulator, 
ao that you can use i for raconrtaiaaartca if you wish. When you find a suitable 
target, press the same key a second time to lock the missile onto the target and 
ratum you to Arctidox's vlewpon. Mlssllea have a rartga of one radar screen 
beyond the currant tocaton. In aP eight drecdons. 



Mine: This furtcliort causes a mine to dr^ out of the back of tha ArctJcfox. 
These mines are Nve. so H not a good idea to run over them. In addition, mines 
wlfl seff-datonate after a certain time period. 



Aft View: This functton lets you toggle between the oveihead radar and the aft 
view. The oontrol panel button lighu up when in aft view mode. For more 
information on this function, see Inetrumenta. above. 
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Cinnon Inelinttion: By Accessir>g this function you can use Ihs joystick lo 
control your cannon's Incinatlon and its sights In ths viewport. Pressing the 
button a second time urns cNs function off. When you are using the joystick to 
control cannon Uvilruttlon. R Is not avaftable to control Arctlcfox'a forward or 
reverse movement So whBe you are manipulating the cannon, the ArcOcfox will 
continue movirtg forward or backward in accordance wHh your last joystick 
command. You can sti control the Arctlcfox's heading, however, by mo^ng the 
joystick right or left. 


Relative Reverse: This function is used In conjunction with Cannon 
IndtnaBon. and works only In that mode. Relative Reverse causes the ArcUcfox to 
reverse direction, eo mat VQie movfng forward when the button la pressed. It 
goes mio reverse, and v«:e wsa. In adcPUon. pressing me button whan ArctJcfox 
Is stationary w0 causa 1 10 move forward. 





Dig In: This function buries the Arcticfox when a is In snow, but has no effect at 
other times. When the Arcticfox is burtsd. there Is no view from the viewport. 
aBhough radar sUn furcdons. You can dig out by presting the same Key a second 
time. Note that you can stl fire mIssBee when you are dug m. 




THE ARCTIC TERR AIN 


Your theater or operalione le made up of gec^ogical formations and condilons that can work either 
for or agairttt you. depervJlr)g on your strategic abiity. This means you not only have to outfox the 
enemy, but you also have to be aware or your geological surrountfngs to avoid problems with the 
terrain. At the very least, you should be aware of the folowinQ features: 

RMgea: The Arcticfox can drive up and over this type of terrain to obUin strategie viewpoints and 
hide from the erwmy. Best of al. ridges are fun to drive over. On the negative side, however, 
because ridges pro^de better views of the surrounding area, the enemy tends to InstaD strategic 
gun and radar emptacements there. 

* 

Crevlcee: Driving Into crevices Is not recommended, since k spells death for the ArcOcfox and the 
end of the game. 

Mud Plats: The Arcticfox behaves unpredlctably on mud fiats. In particular, the rear of the tank 
has a tendency to side, making steering and stoppioo less eccurate than I Is on ervow or ice. You 
should be especially careful around crevices when driving on a mud flat 

Tundra Fields: The Arcticfox is slowed down by tundra (by a factor of about $0%). but so Is the 
enemy. 

Hocka: Watch out for the enemy hiding behind rocks. On the other hand, you can use rocks to 
hide from the enemy. 

Mountalna: You can use the larger mountains as landmarks to tfve you a better sense of where 
you are. 


Force Field: The enemy force field is lmpoest)ie to drive through. The force field aii^ars as a 
lir>e on the radar screen, but doesnl show on the ground. 


Weather: Watch for blizzards, fifizzardscancauseawhkeout, resuWnginpartiaMossof visWIftyfor 
both you ar^ the enemy. Neverihelees. radar wH stit function pn^wriy. 
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ENEMY RESOURCES 

HMvyTink: Slow moving, fwavy armor, htavy shells. This tank is mors llkety to be defending 
strategic areas rather than patmUng. Re heavy sheos wii do extensive damage on a direct hR. so you 
wiu need to exerdse your tacUed sUUe In Is presence. 

Light Tank: Medium epaed, light armor. Sghi shale. The Light Tank Is usually Implemented in 
patmli as protedlon lor the Racon Tanker In ground slrlce forces. 

Reeon Sled: Medium speed, Ighi armor, dose not ^>oot. The Recon Sled has long range 
spotting capability and Is usually found In patrols. 

Fighter? High speed. Ight armor. Bgit shele. The fighter Is very dangefous because of Is ^eed. 
H is ueualy found In strtca forces or acoompanying Racon Flyers for protection. 

Reeon Ptyer: High speed, light armor, does not shoot. The Reoon Flyer Is usually found In long 
range reoon patrols. In the tournament game, the Recon Flyer uses Is tracing device against you. 

Rocket Launcher: Stationary, heavy armor, shoots guided missiles which can do massive 
damage on a direct hi. Guided missies do not need to make a direct htt to do damage, so you 
should approach a Rocket Launcher wlh extreme cautioa If you spot a Rocket Launcher. R Is best 
to approach R from the rear, since I only has a forward field of vision of 140 detpees. 

Radar Station: Stationary, heavy armor, does not shoot. Radar statlona have very long range 
spotting cspabinty. In addition. Radv Stations are able to cloaK other enemy resources from 
detection by Arctlcfox*8 radar, and to Jam mIsMe-tracking systems. 

Floating Minas: Stationary untR the Arctlcfox is spotted, Dght armor, does not shoot. Floating 
mines are strategically placed to guard stationary objects or passages. Ortce a Ftoattng Mine qjots 
you. R wM home In on you slowly. 

Air Converter: As the rtame impaes. Air Conveiters do nothing but convert oxygen into an alien 
atmosphere that S( 9 ports the enemy. Destroying these InstaRttlons slows down me conversion of 
oxygen, thereby extending the amount of fime you have to destroy the Main Fort 
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ARCnCFOX^ 


CominunlcAtlon* Fort: The Ccmmunicaiions Fort handles all radio convnunicaibn behween 
enemy patrols and strict lorcts. By destroying the Cormunicationa Foit you can disabit the entrn/s 
ability to caK In stfice forces against you. 

Main Fort: Destruction of tha Main Fort wfl etfactivsly destroy ths artorny, and Is the o^l of the 
game. Needless to say, ths Main Fort Is strategicaSy placsd and heavily guarded (by Heavy Tanks. 
Fighters, Floatlne Mnee. elc.), so Is destruction wM rs^rs strategy arsl tactics of the highest order. 
Desiruction of the Malt Fort requires two cArect hts wlh miseiles or ten direct hits with cannon shells. 


STRATEGY AND TACTICS 


1. It Is Inadvisable to stand Jn one spot during battle. Keep moving If you can. The best way of 
doing this Is to use Baiative Reverse. 

2. Droppino mines Is one of the most effective waye of dealing wth ground unSs. Use the Aft View 
screen to guide the placement of mines. 

3. Destroying the Communications Fort wM make I mp os ebis for Recon Siedt and Reeon Flyers to 
reveal your posHioa This w9 make I easier for you to approach the Main Fort when the time comes. 

4. Destroymg the enemy*e oxygen convenei e wll reduce the rate of oxygen convereion, gMng you 
more time to euooeed In your mission. 


5. Following the force field protects one sUs of the At 




6. Make sure you reserve at least two guided missies andfor ten cannon sheis for the Last stand 
agakist the Mam Fori 
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